Otherworldly Patron - the Crone 


Your patron is a elder evil force in the world that veers capriciously between its maternal and 
destructive instincts. Such creatures suffocate those they hold dear with doting attention and 
reject those set against her with ruthless cruelty, often times vacillating between these extremes 
seemingly without prompt. You have chosen a spiteful and suffocating patron, one whose nature 


you find yourself more and more mimicking. 


Beings of this sort include; Aradia, mother of witchcraft, Baba Yaga, the evil woman, and Hecate, 


queen of witches. 


Expanded Spell List 


The Crone lets you choose from an expanded list of spells when you learn a warlock spell. The 


following spells are added to the warlock spell list for you. 


1st - animal friendship, bless 


2nd - augury, enhance ability 


3rd - bestow curse, remove curse 


Ath - conjure woodland beings, locate creature 


5th - contagion, hallow 


Toil & Trouble 


During a short or a long rest you can prepare an enchanted brew. When you do select one of the 


following potions to create; 


Everdream: When consumed this tonic puts its drinker under a heavy lethargy as if you had cast 


he spell Sleep with your highest level Pact Magic spell slot. 


Hale and Hearty: When consumed think tonic heals as if you had cast Healing Word equivalent to 


your highest level Pact Magic spell slot. 


Lover’s Sigh: When created you make a number of these potions equal to the highest level Pact 
Magic spell slot you have. When consumed the drinker falls under the effect of a Charm Person 


spell as if you had cast it. 


Each of the brews smells delicious and sweet. When you offer someone a drink from the brew as 
a bonus action they must pass a Wisdom save against your spell save DC or snatch it from you 
and consume it as a reaction. They gain advantage on this saving throw if they are in combat 


when you make this offer. 


These brews only stay potent until your next short or long rest, whichever comes first. After that 


hey turn putrid, foul and impotent. You can use this feature again during your next short or long 


Starting at 6th level when you cast a spell you can call out to your companions to shed blood for 


your power. One ally within 30 feet of you can spend their reaction to take 1d6 necrotic damage. 


Add half the damage the companion took (round down) to your spell save difficulty for that spell. 


If your companion takes only 1 damage do not add any bonus to the spell save difficulty. 


Walking Hovel, Flying Broom 


Starting at 10th level you can cast the spell Animate Objects. You can use this feature again after 


a short or long rest. 


Familiar Curse 


Starting at 14th level you can touch an unconscious creature and turn it into any beast with a CR 
of 3 or lower. That beast then acts as your familiar as if you had cast the Find Familiar spell. As 
your familiar the creature fears your mystical power and cannot summon the courage to do 
anything to defy your will. This effect ends when someone casts Remove Curse on the target or 
you use this feature again. In addition, you must name a condition that, if it comes to pass, 
functions as if a Remove Curse spell had been cast on the target. Choose one of the following 


conditions; 


Devotion. If the target has a sincere change of heart and is repentant for his transgression 
against you, a loyal servant to you for a year and a day, and begs your forgiveness. The Familiar 
Curse returns if they transgress you again and you have not used the feature again. In this case 


you do not select a condition. 


Sacrifice. lf someone who cares for the target sheds tears over them and begs to serve their fate 
instead. The person who was pleading then takes over the Familiar Curse but you do not select a 


condition. 


True Love. If the target is recognized for who they are and kissed by someone who sincerely 
loves them and who they sincerely love. The Familiar Curse returns if they betray that person 


romantically and you have not used the feature again. In this case you do not select a condition. 


If the effect ends due to a Remove Curse the creature reverts to its normal form and lives, if the 


effect ends due to you using this feature again the creature reverts to its normal form and dies. 


